AMENDMENTS TO THE CLAIMS 

The following listing of claims will replace all prior versions and listings of claims 
in the application. 

Listing Of Claims 

1. (Currently Amended) A display method comprising: 

projecting a gaming image on an image display area defined in a game board of 
a game machine , i n accordanc e w i th when the game machine is in a gaming state; and 

projecting an information displaying image representing information other than 
information of a game on at least part of the image display area , if a predetermin e d 
cond i tion has b ee n sat i sfi e d, when the game machine is in a non-gaming state: and 

displaying a single information displaying image extended over all image display 
areas of a plurality of adjacent game machines bv dividing and projecting the single 
information displaying image on the image display areas of the plurality of adjacent 
game machines when the plurality of adiacent game machines are in the non-gaming 
state. 

2. (Original) The display method of claim 1 wherein the information displaying 
image further comprises advertising information. 

3. (Currently Amended) The display method as defined in claim 1, wherein 
when the game machine is in the non-gaming state pr e d e term i ned cond i tion has boon 
satisfi e d, the information displaying image is projected on the whole image display area. 
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4. (Currently Amended) The display method as defined in claim 3, wherein 
when the game machine if th e predet e rm i ned condition ceases to be in the non-gaming 
oat l Gfiod i n a state whoro tho i nfomiation disp l ay i ng imago is b e ing projoctod, the 
gaming image is projected on the image display area. 

5. (Currently Amended) The display method as defined in claim 4. wherein 
when a player has come within a predetermined distance of the game machine, the 
gaming image is projected by determining that the game machine is in a gaming state. 
dec i ding that th e pr e d e t e rm i ned condition is not sat i sf ie d, 

6. (Currently Amended) The display method as defined in claim 4, wherein upon 
lapse of a predetermined time period since the game machine has shifted into Uie [[a]] 
non-gaming state, the information displaying image is projected by d e cid i ng that th e 
pr e d e termined condition has b ee n sat i sfi e d . 

7. (Cancelled) 

8. (Currently Amended) A display apparatus for a game machine comprising: 
a projection mechanism which projects a gaming image on an image display 

area defined in a game board of the game machine; and 

a control unit which causes the projection mechanism to project the gaming 
image corr e sponding to when the game machine is in a gaming state; 
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wherein i f a prodotormin e d cond i tion has boon Gatisfiod, when the game machine 
is in a non-gaming state the control unit causes the projection mechanism to project at 
least part of an infomiation displaying image representing infomriation other than 
information of a game on at least part of the image display area , based on 
communication with an information displavino server: and 

wherein the information displaying server causes the information displaying 
image to be displayed extending over all image display areas of a plurality of adiacent 
game machines in the non-gaming state by dividing the information displaying image for 
proiection on the plurality of adjacent game machines when the plurality of adiacent 
game machines are in a non-gaming state. 

9. (Original) The display apparatus of claim 8 wherein the information displaying 
image further comprises advertising information. 

10. (Currently Amended) The display apparatus for a game machine as defined 
in claim 8, wherein when the game machine is in the non-gaming state pr e d e t e rmined 
condition has boon oat i sfiod, the control unit causes the projection mechanism to project 
the information displaying image on the whole image display area. 

11. (Currently Amended) The display apparatus for a game machine as defined 
in claim 10, wherein when the game machine pr e d e t e rmin e d condition ceases to be 
satisf ie d in the non-gaming [[a]] state wh e r e the control unit is caus i ng th e projection 
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mochanism to projoot tho i nformation disp l ay i ng i mago, the control unit causes the 
projection mechanism to project the gaming image on the whole image display area. 

12. (Currently Amended) The display apparatus for a game machine as defined 
in claim 8, further comprising a storage unit which stores therein image data concerning 
the information displaying image, wherein when the game machine is in the non-gaming 
state pr e determin e d cond i t i on has b ee n satisfiod , the control unit generates displaying 
image data for causing the projection mechanism to display the information displaying 
image on the basis of the image data stored in the storage unit, so as to output the 
generated data to the projection mechanism, and the projection mechanism projects the 
information displaying image, on the basis of the displaying image data output by the 
control unit. 

13. (Currently Amended) The display apparatus for a game machine as defined 
in claim 8, wherein when the game machine is in the non-gaming state pr e d e t e rm i n e d 
condition has b ee n sat i sf i ed , the control unit generates displaying image data for 
causing the projection mechanism to display the information displaying image, on the 
basis of image data output by the information displaying server an e xt e rna l d e v i c e , so 
as to output the generated data to the projection mechanism, and the projection 
mechanism projects the information displaying image on the basis of the displaying 
image data output by the control unit. 
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14. (Currently Amended) The display apparatus for a game machine as defined 
in claim 1 1 , wherein when the control unit has determined that a player has come within 
a predetermined distance of the game machine, on the basis of a sensor signal output 
by a person sensor, the control unit causes the projection mechanism to project the 
gaming image, by determining dec i ding that the game machine is in the non-gaming 
state pred e t e rm i n e d cond i tion is not satisfi e d . 

15. (Currently Amended) The display apparatus for a game machine as defined 
in claim 11, wherein upon lapse of a predetermined time period since a point of time 
when the control unit has determined that the game machine has shifted into the [[a]] 
non-gaming state, on the basis of a gaming-state notifying signal output by a gaming- 
state detection unit for detecting a gaming state of the game machine, the control unit 
causes the projection mechanism to project the information displaying image^by 
dec i d i ng that th e pr e d e t e rmin e d cond i t i on has b ee n satisfi e d . 

16. (Currently Amended) A game machine comprising: 

a display apparatus for a gam e mach i n e as d e f i n e d in cla i m 8, including: 
a projection mechanism which prelects a gaming image on an image 

display area defined in a game board of the game machine: and 

a display control unit which causes the projection mechanism to proiect 

the gaming image when the game machine is in a gaming state: 

and a main control unit which causes the display apparatus for the [[a]]game 
machine to project the gaming images 
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wherein when the game machine is in a non-gaming state the main control unit 
causes the display apparatus to project at least part of an and th e information displaying 
image representing information other than information of a game: and 

wherein the main control unit is in communication with an information displaying 
server that causes the information displaying image to be displayed extending over all 
image display areas of a plurality of adjacent game machines in the non-gaming state 
bv dividing the information displaying image for projection on the plurality of adiacent 
game machines when the plurality of adjacent game machines are in the non-gaming 
state. 

17. (Currently Amended) The game machine as defined in claim 16, wherein 
when a control signal for displaying the information displaying image has been output by 
an external control device, the main control unit causes the display apparatus for a 
game machine to project the information displaying image, by determining that the 
game machine is in the non-gaming state d e c i d i ng that th e prod e t e nn i n e d cond i tion has 
boon oatisfi e d . 

18. (Currently Amended) The game machine as defined in claim 16, including a 
person sensor which outputs a sensor signal permitting the main control unit to 
detennine whether a player has come within a predetemiined distance of the game 
machine, wherein when the main control unit has determined that the player has come 
within the predetermined distance, on the basis of the sensor signal output by the 
person sensor, the main control unit causes the display apparatus for a game machine 
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to project the gaming image, by detemiinina that the came machine is in a gaming state 
decid i ng that th e pred e t e rmined oondit l on i s not satisfi e d . 

19. (Currently Amended) The game machine as defined in claim 16, including a 
gaming-state detection unit which detects a gaming state of the game machine so as to 
output a gaming-state notifying signal, wherein upon lapse of a predetermined time 
period since a point of time when the main control unit has determined that the game 
machine has shifted into a non-gaming state, on the basis of the gaming-state notifying 
signal output by the gaming-state detection unit, the main control unit causes the 
display apparatus for a game machine to project the information displaying imager^ 
d e ciding that tho pr e dotorm i n e d condit i on has b ee n satisfi e d . 

20. (Currently Amended) A game machine comprising the a display apparatus, 
for a gam e machino as d e fin e d i n claim the disolav apparatus including: 

a proiection mechanism which projects a gaming image on an image display 
area defined in a game board of the game machine: and 

a control unit which causes the proiection mechanism to project the gaming 
image when the game machine is in a gaming state: 

wherein: 

when the game machine is in a non-gaming state the control unit causes the 
proiection mechanism to project at least part of an information displaying image 
representing infonnation other than infomnation of a game on at least part of the image 
display area, based on communication with an information displaying server: 
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the information displaying server causes the information displaying image to be 
displayed extending over all image display areas of a plurality of adjacent game 
machines bv dividing the information displaying image for proiection on the plurality of 
adjacent game machines when the plurality of adjacent came machines are in the non- 
gaming state: 

when the control unit has determined that a player has come within a 
predetermined distance of the game machine, on the basis of a sensor signal output by 
a person sensor, the control unit causes the projection mechanism to project the 
gaming image, by determining that the game machine is in the non-gaming state. 

when the game machine ceases to be in the non-gaming state the control unit 
causes the proiection mechanism to project the gaming image on the whole image 
display area: and 

21. (Currently Amended) An information display system comprising an 
information displaying server and a plurality of adjacent game machines each of which 
i ncludes including a the display apparatus for a gam e mach i n e as d e f i n e d in claim 13, 
and a control device b ei ng the external d e vic e , which includes a storage unit for storing 
therein the image data concerning the information displaying images to be displayed on 
the individual game machines, and which outputs the image data to the a display 
apparatus for each game machine! 

wherein each display apparatus includes : 

a proiection mechanism which proiects a gaming image on an image 

display area defined in a game board of the corresponding game machine: and 
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a control unit which causes the projection mechanism to project the 
gaming image when the corresponding game machine is in a gaming state; 
wherein when an individual game machine is in a non-gamino state the control 
unit causes the projection mechanism to project at least part of an information 
displaying image representing information other than information of a game on at least 
part of the image display area, based on communication with the information displaying 
server: 

wherein the information displaying server causes the information displaying 
image to be displayed extending over all image display areas of the plurality of adiacent 
game machines by dividing the information displaying image for proiection on the 
plurality of adiacent game machines when the plurality of adiacent game machines are 
in the non-gaming state. 

22. (Cancelled) 

23. (Original) The information display system as defined in claim 21 , wherein 
the control device outputs the image data acquired through a communication network, 
to the display apparatuses for game machines, of the respective game machines. 
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